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(57) ABSTRACT 

An apparatus and method for distributing a multi-client 
system (10) over a communications network (40) for use in 
games and other applications. The system (10) includes a 
plurality of servers 14, 16, 18) each associated with one or 
more clients (32, 34, 36, 38). A set of data (102, 112, 122) 
is maintained on each server for each client/object, and an 
interaction data set for each non-associated client/object 
(clients/objects on another server) (104, 106, 114, 116, 124, 
126) is transmitted to other servers to provide inter-server 
mirroring or duplication of data. The interaction data set is 
a subset of the set of data for each client/object. Volumes, 
each defined by a set of coordinates, managed by each server 
(204) are dynamically allocated to manage server load based 
upon the number of clients/users associated with the vol- 
umes. 
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ABSTRACT 



A game and messenger client-server system is provided 
including a plurality of game clients, a game server, a 
plurality of messenger clients, and a messenger server. The 
game server includes logic to operate a multiplayer game 
using inputs from and outputs to an active game set of game 
clients, wherein game clients other than those in the active 
game set can join an active game by supplying the game 
server with a reference to the active game. 

Additionally, logic is included for coupling a game client to 
a messenger client to allow the game client to send the 
messenger client data used to initiate joining a game, 
whereby a message sent by the messenger client includes the 
data used to initiate joining a game. Also, logic is included 
for initiating a join of a game at an invitee client, using data 
received in a message to the invitee. 
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(57) ABSTRACT 

When a user desires to participate a roulette game performed 
in a site operated by a web server, the user participates 
himself in the game by use of a user terminal. Of the users, 
a user who has declared to be an owner can participate and 
play the roulette game as the owner. In contrast, a user who 
has participated the game as a player predict a number 
determined by a roulette wheel and bet chips. If no winning 
chips have hit, the chips betted in a layout table are paid to 
the owner. In contrast, if winning chips have hit, the amount 
of payout is computed, and the chips are paid to the player. 
If the amount of chips paid to the player is greater than the 
amount of chips betted in the layout table, chips are paid to 
the players from the chips possessed by the owner. 

27 Claims, 8 Drawing Sheets 
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(57) ABSTRACT 

An object of the present invention is to relieve users of 
efforts to select play partners by themselves. Upon receipt of 
a game request, a game request response unit returns player 
request issuance timing information specifying time to issue 
a player request. A player selection processing unit deter- 
mines combinations of games at a predetermined timing. 
Upon receipt of a player request, a player request response 
unit extracts information about opposing players of a user 
issuing the player request from a user information storage 
unit and returns it to a client as a response to the player 
request. A game request unit of the client outputs a game 
request to a server and receives player request issuance 
timing information from the server. When the time specified 
in the player request issuance timing information is reached, 
a player request unit outputs a player request to the server 
and receives information about play partners from the server. 

15 Claims, 35 Drawing Sheets 
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(57) ABSTRACT 

A videophone and videoconferencing system for multiple 
video game consoles residing on a network. Each client 
video game console has a camera and microphone attached, 
client software executing on the game console, that can be 
controlled by the video game controller through a Graphical 
User Interface (GUI), which is displayed from the client 
video game console on a standard television set. Each 
console comprises a networked interface card (NIC) or 
modem, a network connection, and software executing on 
the client video game console that can establish peer-to-peer 
or client-to-server network connections. Each console sup- 
ports the H.323 standard for conferencing, and can send and 
receive, and encode and decode video and audio signals, and 
display that and other data on screen. This system and 
apparatus allows a game console to become a simple and 
cost-effective method for videophone and videoconferenc- 
ing between client video game consoles and other client 
computers, and in one implementation, can be used as a 
peer-to-peer videophone for a networked game console. 
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(57) ABSTRACT 
A system and method for expediting the provisioning of 
goods/services to a user by providing directions from a 
current location for the user to a destination associated with 
an address embedded within or transmitted in conjunction 
with a programming signal. The system also utilizes user 
identifiers, payment information, user preferences and deliv- 
ery instructions to expeditiously provide the goods/services 
to the user upon the user's arrival at the destination. The 
address provides an indication to an online information 
provider and/or a database within which a listing of goods/ 
services provided by the provider and a listing of locations 
providing the goods/services. By comparing the various 
locations of the destination against the current location of 
the user, preferably determined using Global Positioning 
System data, the present invention determines which loca- 
tion of the destination is closest and provides directions 
thereto. Additionally, the present invention may be conFIG.d 
to utilize a MObile Transaction Enabling System (MOTES) 
for automatically communicating payment and other infor- 
mation for a user to a provider. 
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(57) ABSTRACT 

A system for integrating video programming with the vast 
information resources of the Internet. A computer-based 
system receives a video program with embedded uniform 
resource locators (URLs). The URLs, the effective addresses 
of locations or Web sites on the Internet, are interpreted by 
the system and direct the system to the Web site locations to 
retrieve related Web pages. Upon receipt of the Web pages 
by the system, the Web pages are synchronized to the video 
content for display. The video program signal can be dis- 
played on a video window on a conventional personal 
computer screen. The actual retrieved Web pages are time 
stamped to also be displayed, on another portion of the 
display screen, when predetermined related video content is 
displayed in the video window. As an alternative, the com- 
puter-based system receives the URLs directly through an 
Internet connection, at times specified by TV broadcasters in 
advance. The system interprets the URLs and retrieves the 
appropriate Web pages. The Web pages are synchronized to 
the video content for display in conjunction with a television 
program being broadcast to the user at that time. This 
alternative system allows the URLs to be entered for live 
ransmission to the user. 
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ABSTRACT 



(22) Filed: 



Sep. 9, 1998 



In a broadcast application on a client-server network the 
streaming is emulated of animation data over the Internet to 
a large number of clients. The animation is considered a 
sequence of states. State information is sent to the clients 
instead of the graphics data itself. The clients generate the 
animation data itself under control of the state information. 
The server and clients communicate using a shared object 
protocol. Thus, streaming is accomplished as well as a 
broadcast without running into severe network bandwidth 
problems. This approach is used to map a real life event, e.g., 
a motor race, onto a virtual environment in order to let the 
user participate in a virtual race against the real life profes- 
sionals, the dynamics of the virtual environment being 
determined by the state changes sent to the user. 
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ABSTRACT 



An existing video game system is modified to include 
additional communication and storage capability via a 
modem and hard disk drive. In accordance with one embodi- 
ment of the present invention, the primary system security 
features are incorporated into a video game system expan- 
sion device having a hard disk drive. The security system 
does not rely on the relatively insecure video game system. 
The present exemplary embodiment focuses security control 
in a disk drive/mass media controlling engine which is 
physically disposed within the expansion device housing as 
close as possible to the hard disk drive and the downloaded 
video games and other data it is designed to protect. Security 
features are incorporated into, for example, a disk drive 
controlling processing engine to provide security features 
which extend far beyond simplistic password systems which 
have heretofore been utilized in conjunction with disk drive 
controllers. In accordance with an exemplary embodiment 
of the present invention, the disk controller also incorporates 
an encrypting engine which encrypts in accordance with a 
highly secure encrypting algorithm. A further level of secu- 
rity is provided in the illustrative embodiments by partition- 
ing the hard drive into various partitions whose security/ 
accessibility is tightly controlled. Each application program, 
e.g., a video game, has a predetermined number of private 
partitions, including a read only encrypted partition. 
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ABSTRACT 



A disclosed a loyalty program transaction network provides 
a plurality of loyalty program instrument generation sites 
that award loyalty points. The loyalty points may be stored 
on loyalty point instruments such as printed tickets, mag- 
netic-striped cards, room keys, portable wireless devices and 
smart cards. The loyalty program instruments may be issued 
to a patron of a gaming establishment without receiving 
identification information from the patron. At a loyalty 
program validation site, the loyalty program instruments 
may be used to redeem loyalty points for goods and services 
or the loyalty program instruments may be used to add 
loyalty points to an existing loyalty program account. Loy- 
alty points may be earned by the patron during a number of 
activities such as playing a gaming machine, playing a game 
of chance, a food purchase, an entertainment purchase, a 
transportation purchase, a lodging purchase, a merchandise 
purchase and a service purchase. 
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(57) ABSTRACT 

The present invention is a game playing method and appa- 
ratus for automating games such as blackjack, poker, craps, 
roulette, baccarat and pai gow, wherein players may play 
continuously and asynchronously, and information related to 
advertised items can be exchanged between players and 
advertisers. In one embodiment, each instance of a game is 
likely unique from all other current game instances. The 
games do not require a manual dealer and in one 
embodiment, played in a gaming establishment using low 
cost gaming stations. The present invention may also, be 
used to play such games on the Internet or an interactive 
cable television network wherein a game controller com- 
municates with players at network nodes in their homes and 
at their leisure since there is no game tempo requirement. 
During a game, advertising is selectively provided by com- 
paring player personal information with a desired demo- 
graphic profile. Player responses to advertising are used for 
evaluating advertising effectiveness. The invention is useful 
for test marketing of products, advertisements, and reduces 
advertising costs. 
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(57) 



ABSTRACT 



In a broadcast application on a client-server network the 
streaming is emulated of animation data over the Internet to 
a large number of clients. The animation is considered a 
sequence of states. State information is sent to the clients 
instead of the graphics data itself. The clients generate the 
animation data itself under control of the state information. 
The server and clients communicate using a shared object 
protocol. Thus, streaming is accomplished as well as a 
broadcast without running into severe network bandwidth 
problems. This approach is used to map a real life event, e.g., 
a motor race, onto a virtual environment in order to let the 
user participate in a virtual race against the real life 
professionals, the dynamics of the virtual environment being 
determined by the state changes sent to the user. 
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[57] ABSTRACT 

A method of minimizing the effects of time latency in 
multiplayer electronic games played over a network includ- 
ing a plurality of computers. Each computer is associated 
with a game object and each computer includes an internal 
clock. Each computer periodically transmits a packet con- 
taining a packet time and time dependent attribute informa- 
tion for its associated game object. The receiving computer 
uses the packet time to render the game object in the game 
environment based on the time the packet was sent. 
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[57] ABSTRACT 

The present invention is related to a network based gaming 
system that enables a plurality of players to place wagers on 
a real-time game of chance being conducted in a casino via 
a distributed network system or. alternatively, to place 
wagers on a game of chance using internally generated game 
sequences. 

In the preferred embodiment of the system, a gaming 
machine provides a menu of a plurality of live-action board 
games of chance, such as roulette, craps or baccarat, from 
which a player selects a desired game. Once the game is 
selected, the player is presented a video representation of the 
possible bets on the gaming machine and a means for 
establishing a stake by either depositing currency or by 
accessing various credit accounts such as a credit card or 
casino credit line. After the player's bets are placed and 
recorded in memory resident in the gaming machine, the 
video representation displayed on the gaming machine is 
adapted to include a broadcast quality feed comprising, both 
audio and video signals from the selected gaming table in the 
casino. The transmission network and the gaming machines 
are coupled to a network manager which is responsible for 
maintaining network integrity and for providing memory 
capacity of the recording of bets placed by gaming machines 
locate outside the controlled environment of the casino. The 
result of the next-to-occur play of the selected game of 
chance is detected and transmitted to the remote gaming 
machines over the transmission network. The results are 
compared with the bets placed by the player at each of the 
gaming machines to determine if the player wins or loses the 
bets. The won/loss determination is also transmitted to the 
remote gaming machines by the network manager. If the bets 
placed by the player are determined to be winners, the 
appropriate winnings are calculated and returning to the 
player either in currency or credited to the appropriate 
account maintained at the network manager. If the bets 
placed by the player are not winning bets, deposited cur- 
rency is retained by the gaming machine or. if the bets are 
placed using a credit account, the appropriate deductions are 
made from the account. 
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(57) ABSTRACT 

Real-time synchronized voice communications during a 
multi-player game is disclosed. A server is connected to 
client computers, players. Players can speak into a micro- 
phone and have their voice transmitted to all players or a 
select few. Digitized voice communications are transmitted 
along with other game data. Player speech and game data is 
synchronized and reproduced in the same order it was 
captured. 
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[57] ABSTRACT 

The gaming systems according to the invention include 
hardware and software systems that allow a large arena of 
participants to interactively play a game of chance or skill. 
Generally, the invention can be understood game servers that 
generate page signals, such as HTML pages, that are rep- 
resentative of a hand being played, or dealt to a participant 
in a large arena game. For example, the game server can 
generate for each participant in a large arena game a page 
that is representative of a bingo card dealt to that participant. 
Each of the pages generated by the server includes a control 
mechanism, such as a check box or radio button, that allows 
the server to collect information from the participant to 
determine the moves being played by that participant. The 
gamer server collects from each participant the moves being 
played by the participant and as a function of the moves 
played and the hand dealt, the game server generates a new 
page that shows the progression of the participant through 
the game. 
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[57] 



ABSTRACT 



In a video-on-demand system, a disk-less set-top box is 
configured to download software programs from a video 
server via a network. The set-top box includes a read-only 
memory storing a boot program, a control protocol stack, 
and a video protocol stack. The control protocol stack is 
connected to a bidirectional control channel of a circuit of 
the network, and the video protocol stack is connected to a 
unidirectional video channel of the circuit Using a handheld 
remote controller, a consumer makes a request for a software 
program from the video server. The request is made via the 
control protocol stack and the control channel. The video 
server transmits the software program as an encoded video 
transport stream, which is received via the video channel and 
the video protocol stack. The transport stream is decoded to 
reconstruct the requested program in a dynamic random 
access memory of the set-up box from where the program 
can be executed in a processor of the set-top box. 
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[57] ABSTRACT 

The gaming system includes a host computer, a plurality of 
general purpose terminal computers forming player stations 
remote from the host, means for providing communication 
between each of the terminals and the host. Each terminal 
has a program for generating screen graphics and sound 
locally in response to control data packets generated by and 
received from the host. The host generates random numbers 
for a game being played on a connected terminal within 
preset criteria for that game in response to data packets 
received from the terminal. The data packets are of variable 
length between 1 and 80 bytes. The host sequentially stores 
the minimum significant information for replaying a game, 
auditing and security, such as accounting data of each player 
at the start of each game, random numbers generated by the 
host, responses received from a player, and whether a game 
was completed. Play is substantially real-time, because only 
minimal data is transmitted with functions requiring large 
amounts of data, such as screen graphics being generated 
locally. The statuses of host and terminal are restored 
automatically on re-establishing communication following 
an interruption to ensure fairness to players and prevent 
them defeating the outcome of a game. 
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[57] ABSTRACT 

A system for linking a first computer to a second computer 
is disclosed. The system of the present invention comprises 
a network. A first computer is coupled to the network. A 
second computer is coupled to the network. A server is 
coupled to the network for receiving a request for direct 
linking from the first computer and a request for direct 
linking from the second computer, matching the first com- 
puter with the second computer using matching criteria 
received from the first computer and the second computer, 
and sending a network address of the second computer to the 
first computer. The first computer further comprises a circuit 
for establishing a communication link with the second 
computer. 

22 Claims, 22 Drawing Sheets 
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